PHILOSOPHER 


With a scripture in one hand and a longsword in the other, 
a human stands across a horde of undead. After a moment 
of contemplation on whether undead are able to think for 
themselves, he opens his book to read a passage, snaps it 
shut, and engulfs the horde with a display of fire and light. 
He decides he'll consider their sentience on his own time. 
A half-elf perches on a branch, a grin on her face as she 
looks down on the forest below. She borrowed some spell 
scrolls without permission for her research, and now she 
was being hunted down. She hears someone shout as they 
trigger her crossbow trap. It was time to make her escape, 
the scrolls she had borrowed wouldn't study themselves. 
Surrounded by hundreds upon hundreds of dusty tomes, 
a dwarf considers several sources of magic. These sources 
are arcane, divine, and primal, which are fractured further 
into countless spells and methods to cast them. However, 
that isn't enough for her. Her desire is the desire of every 
philosopher, to prove the theory that magic is the same 
regardless of the source. That is the essence of magic. 
Philosophers pursue the essence of magic, drawing 
from as many sources of magic as they can manage and 
making them their own, which has granted them the ability 
to cast with a variety unrivaled by every other spellcaster. 
As part of this pursuit, they seek knowledge without 
exception, which causes them to be skilled in several 
fields, including martial combat. Not bound by common 
sense, they combine countless talents to achieve their aim. 


UNIVERSAL GENIUS 


The path of a philosopher could be compared to a wide 
plain instead of a narrow road. They wield spell, sword, 
and skill in equal measure, it would be difficult to find a 
field they aren't competent in. However, the same could 
be said of a field they're peerless in, the price paid by a 
philosopher for their breadth of knowledge is depth. 

A philosopher is starved for knowledge and wealth, 
adventuring can provide both. Because of that, it isn't a 
surprise that several make the decision to become an 
adventurer. Whether they help the party as a guide or 
use them for their own purposes, they tend to succeed 
due to their ability to handle any situation that'd occur. 


CREATING A PHILOSOPHER 


As you build your philosopher, think about your character's 
background. Why did you choose to become a philosopher 
instead of picking a simpler path? How are you treated due 
to your choice, are you considered a genius or a fool? How 
do you use the knowledge that you've gathered? You could 
use it to help other people, or to fulfill your own ambition. 
You might have been born in a position of privilege and 
tutored by the best and brightest, or you might be a spiteful 
person that refuses to be considered mediocre. What are 
your views on art and beauty? You could consider them 
more important than magic, or dismiss them entirely. 
Regardless of who you are, live the way you want to live. 


THE PHILOSOPHER 


Proficiency 
Level Bonus Features 


Tst +2 Theorycraft, Basic Knowledge, Personal Theory 
2nd +2 Comprehensive Casting 

3rd +2 Student, Teacher 

Ath +2 Ability Score Improvement 

5th +3 Rote Repetition, Theorycraft Choice 

6th +3 Ability Score Improvement 

7th +3 Personal Theory feature 

8th +3 Ability Score Improvement 

9th +4 Proof of Concept, Theorycraft Choice 
10th +4 Ability Score Improvement 

11th +4 Prior Knowledge, Personal Theory feature 
12th +4 Ability Score Improvement 

13th +5 Archivist, Legendary Will 

14th +5 Ability Score Improvement 

15th +5 Personal Theory feature 

16th +5 Ability Score Improvement 

17th +6 Wait and Hope 

18th +6 Personal Theory feature 

19th +6 Ability Score Improvement 
20th +6 Grand Unified Theory 


QUICK BUILD 
You can make a philosopher quickly by following these 
suggestions. First, Intelligence, Wisdom, and Charisma 
should be your highest ability scores, followed by Strength 
or Dexterity depending on the archetype that you decide to 
adopt. Second, choose the sage background. Third, choose 
cleric and wizard for Theorycraft, along with the guidance, 
sacred flame, fire bolt, and ray of frost cantrips. 


CLASS FEATURES 


As a philosopher, you have the following class features. 


Hit PoINnts 

Hit Dice: 1d8 per philosopher level 

Hit Points at 1st Level: 8 + your Constitution modifier 
Hit Points at Higher Levels: 1d8 (or 5) + your 
Constitution modifier per philosopher level after 1st 


PROFICIENCIES 

Armor: Light armor 

Weapons: Simple weapons 

Tools: Calligrapher's supplies, one tool of your choice 
Saving Throws: Intelligence, Wisdom 
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Theorycraft 
Uses 
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Theorycraft 
Level 


Ist 
Ist 
Ist 
Ist 
2nd 
2nd 
2nd 
2nd 
3rd 
3rd 
3rd 
3rd 
Ath 
Ath 
Ath 
Ath 
5th 
5th 
5th 
5th 


Skills: Choose three from Animal Handling, Arcana, 
Deception, History, Insight, Intimidation, Medicine, 
Nature, Performance, Persuasion, Religion, and Survival 


Multiclassing Prerequisites: Intelligence 13, Wisdom 
13, and Charisma 13 

Multiclassing Proficiencies: Light armor, simple 
weapons, one skill of your choice, calligrapher's supplies 


EQUIPMENT 
You start with the following equipment, in addition to the 
equipment granted by your background: 


* (a) a shortbow and 20 arrows or (b) any simple weapon 
+ (a) a scholar’s pack or (b) an explorer’s pack 
- Calligrapher's supplies, leather armor, and a book 


Alternatively, you may start with 4d4 x 10 gp to buy your 
own equipment. 


THEORYCRAFT 


Your pursuit of the essence of magic has granted you the 
ability to cast a variety of spells. See chapter 10 for the 
general rules of spellcasting and chapter 11 for spells. 


CANTRIPS 

Choose two classes: bard, cleric, druid, sorcerer, warlock, 

or wizard. You learn two cantrips of your choice from each 
class's spell list. You can choose each class only once, and 

you can choose two additional classes at 5th and 9th level. 


PREPARING AND CASTING SPELLS 

The Philosopher table shows how many times you can cast 
your spells of 1st-level or higher. The table also shows the 
level the spells are cast at. You regain all expended uses 
when you finish a long rest. 

You prepare the list of spells that are available for you to 
cast, choosing from the spell lists of the classes you chose. 
To do so, choose one spell from each spell list. A spell you 
choose must be of a level no higher than what's shown in 
the table's Theorycraft Level column for your level. 

For example, if you're a 5th-level philosopher, you have 
four uses of this feature. If you chose bard, cleric, warlock, 
and wizard as your classes, your list of prepared spells can 
include four spells of 1st or 2nd level, one spell from each 
spell list. To cast the 1st-level spell bless, you must expend 
a use of this feature, and you cast it as a 2nd-level spell. 

You can change your list of prepared spells when you 
finish a long rest. Preparing a new list of spells requires 
time spent studying how to cast each spell your own way: 
at least 1 minute per spell level for each spell on your list. 


SPELLCASTING ABILITY 

The lowest of your Intelligence, Wisdom, or Charisma is 
your spellcasting ability for your spells from this class, 
since you learn your spells from several sources. You use 
the lowest of your Intelligence, Wisdom, or Charisma 


whenever a spell refers to your spellcasting ability. In 
addition, you use the lowest of these modifiers when 
setting the saving throw DC for a spell you cast and 
when making an attack roll with one. 


Spell save DC = 8 + your proficiency bonus + the lowest 
of your Intelligence, Wisdom, or Charisma modifiers 


Spell attack modifier = your proficiency bonus + the 
lowest of your Intelligence, Wisdom, or Charisma 
modifiers 


SPELLCASTING FOCUS 
You can use a book (found in chapter 5) as a spellcasting 
focus for your spells from this feature. 


BASIC KNOWLEDGE 


While you pursue the essence of magic, you don't abandon 
basic knowledge. You learn an additional cantrip each time 
you choose a class for your Theorycraft feature. 

Bard. You learn the message cantrip. 

Cleric. You learn the thaumaturgy cantrip. 

Druid. You learn the druidcraft cantrip. 

Sorcerer. You learn the mage hand cantrip. 

Warlock. You learn the friends cantrip. 

Wizard. You learn the prestidigitation cantrip. 


PERSONAL THEORY 


Choose a personal theory, which describes the way that 
you live and fight, from the list of available theories. 

Your choice grants you features when you choose it at 
1st level and again at 7th, 11th, 15th, and 18th level. 


COMPREHENSIVE CASTING 


Starting at 2nd level, your comprehension of a variety of 
spells from several sources allow you to cast them rapidly. 
As an action, you can cast up to two different spells using 
your Theorycraft feature, only one of which can be a spell 
of 1st-level or higher (a cantrip is a spell). If you cast a spell 
of 1st-level or higher, you expend a use of your Theorycraft 
feature as normal. The spells must have a casting time of 1 
action or 1 bonus action, and they can be cast in any order. 
Once you cast a spell in this way, you can't cast that spell 
using this feature again until the end of your next turn. 
You can use this feature a number of times equal to 
the highest of your Intelligence, Wisdom, or Charisma 
modifiers (a minimum of once). You regain all expended 
uses when you finish a long rest. 


STUDENT 


Starting at 3rd level, you refuse to ignore any knowledge. 
You can use the Search action as a bonus action, and you 
gain proficiency in the Investigation and Perception skills. 
Your proficiency bonus is doubled for any ability check you 
make that uses those skills. If you're already proficient in 
either skill, you gain proficiency in a skill of your choice. 
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TEACHER 


At 3rd level, you share your vast knowledge with the world. 


You learn two languages of your choice, and whenever you 
speak, any creature that knows at least one language and 
can hear you can understand what you are saying. 


ABILITY SCORE IMPROVEMENT 


When you reach 4th level, and again at 6th, 8th, 10th, 
12th, 14th, 16th, and 19th level, you can increase one 
ability score of your choice by 2, or you can increase two 
ability scores of your choice by 1. As normal, you can’t 
increase an ability score above 20 using this feature. 


ROTE REPETITION 


Starting at 5th level, you improve the spells you've studied. 


When you cast a spell using your Theorycraft feature that 
doesn't have a benefit from being cast using a spell slot of 
a higher level, you gain 1d8 temporary hit points for each 
level the spell is cast at above the spell's lowest level. 
Additionally, your comprehension has sharpened. You 
regain all of your expended uses of your Comprehensive 
Casting feature when you finish a short or long rest. 


PROOF OF CONCEPT 


Starting at 9th level, your mastery of magic is proof the 
essence of magic can be reached. When you cast a spell 
using your Theorycraft feature, you add your spellcasting 
ability modifier to one damage roll of that spell. 


PRIOR KNOWLEDGE 


Starting at 11th level, while you approach the essence of 
magic, you don't abandon prior knowledge. You can cast a 
1st-level spell using your Theorycraft feature even if you 
don't have the spell prepared. The spell must be from the 
spell list of a class you chose for your Theorycraft feature, 
you expend a use of your Theorycraft feature as normal. 
Additionally, when you prepare a list of spells for your 
Theorycraft feature, you choose two spells, instead of one, 
from each spell list, for a total of twelve spells prepared. 


ARCHIVIST 


Starting at 13th level, you can discern the mystical cipher 


used for spell scrolls as easily as any other language. You 
can read and cast from a spell scroll even if the spell isn't 
on your spell list, and you can add your proficiency bonus 
to the ability check to successfully cast from a spell scroll. 


LEGENDARY WILL 


At 13th level, your body will break long before your mind 


does. You gain proficiency in Charisma saving throws. In 
addition, if you fail an Intelligence, Wisdom, or Charisma 
saving throw, you can choose to succeed instead, and you 
can't use this feature again until you finish a long rest. 
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WAIT AND HOPE 


At 17th level, your long-held desire has become inevitable. 
You have advantage on death saving throws, you no longer 
need to breathe, eat, drink, or sleep, and your corpse is 
always under the effect of a gentle repose spell if you die. 

Additionally, you can cast sequester on yourself at will, 
without requiring material components. 


GRAND UNIFIED THEORY 


At 20th level, you've finally reached the essence of magic. 
As a bonus action, you become universal. Until the end of 
the turn, you gain the following benefits: 


e You can replace your Theorycraft spellcasting ability 
modifier with the sum of your Intelligence, Wisdom, 
and Charisma modifiers. 

e You can use your Comprehensive Casting feature 
without expending a use of it. If you do so, you can 
cast up to three different spells, all of which can be 
spells of 1st-level or higher. 

e You can cast a spell using your Theorycraft feature 
without expending a use of it. If you do so, you can 
cast it without components. 


Once you use this feature, you can't use it again until you 
finish a long rest. 


PERSONAL THEORY 


While every philosopher pursues the essence of magic, it 
can't be reached by study of magic alone. A philosophy, or 
a personal theory, is a philosopher's namesake. A personal 
theory is both a method of thought and method of combat. 
They're passed down from person to person and refined, 
intended to protect the mind and body of the philosopher. 
The personal theory you choose decides the way you live. 


HEAVENLY THEORY 


Philosophers of the Heavenly Theory hold the view that 
the world is the best world, and it will move in their favor. 
Because of their view, they rush forward into the peril of 
close combat, confident that they will emerge victorious. 
Reminiscent of the paladin, the philosopher acts as a 
shield that won't waver against hardship or suffering. 


HEAVENLY BOOK 

When you choose this archetype at 1st level, you live with 
optimism. You gain proficiency with medium armor, and 
you gain the benefit of a shield while you're holding a book. 


AURA OF RESOLVE 
Starting at 7th level, your confidence in victory manifests 
as an aura. While you're conscious, any damage that you or 
a friendly creature within 10 feet of you take is reduced by 
your Strength modifier (minimum 1). 

At 18th level, the range of this aura increases to 30 feet. 


BRIGHT SIDE 

At 7th level, you see the brighter side of every situation. 
When you or a friendly creature that you can see within 30 
feet of you take damage from a creature that you can see, 
you can use your reaction to make a melee weapon attack 
against that creature or move up to your speed toward it. 


HIGH GROUND 

At 11th level, you hold the high ground. You gain a flying 
speed equal to your current speed, but can't use it to fly 
higher than 5 feet above the ground. When you use your 
action to Dash, you fly normally until the end of the turn. 


HEAVENLY MAGIC 

At 15th level, your optimism has furthered your pursuit. 
You are immune to your own spells, unless you wish to 
be affected. In addition, being within 5 feet of a hostile 
creature doesn't impose disadvantage on your ranged 
spell attacks if you target a creature within 5 feet of you. 


HEAVENLY WORLD 

At 18th level, you prove that the world is the best world. 
As a bonus action, you can cause the world to move in 
your favor. Until the start of your next turn, you gain the 
following benefits: 


e Your attacks automatically hit. 

e Attack rolls against you miss, including automatic hits. 
e You automatically succeed on saving throws. 

e You impose disadvantage on saving throws you cause. 
e You automatically succeed on contested ability checks. 


Once you use this feature, you can't use it again until you 
finish a long rest. 


EARTHLY THEORY 


Philosophers of the Earthly Theory hold the view that the 
world is the worst world, and it will move against them. 
Because of their view, they prefer ranged combat and 
methodical action, reducing risk as much as they can. 
Reminiscent of the ranger, the philosopher acts as a bow 
that shoots down their enemies before they can retaliate. 


EARTHLY BOOK 
When you choose this archetype at 1st level, you live with 
pessimism. You gain proficiency with martial weapons, and 
you can draw or stow a book without an object interaction. 
Additionally, once on each of your turns when you hit a 
creature with a ranged weapon attack using Dexterity, you 
can cause the attack to deal extra damage equal to your 
Strength modifier. When you reach 7th level, the extra 
damage increases to twice your Strength modifier. 


TRICK QUESTION 

Starting at 7th level, you conceal magic within missiles. 
When you use your action to cast a cantrip and target only 
one creature with it, you can make a ranged weapon attack 
against the target simultaneously as a bonus action. If you 
do so, the cantrip's range is equal to the attack's range. 


LOADED QUESTION 

At 7th level, the outcome was decided from the beginning. 
As an action, you can set a loaded crossbow that you are 
holding as a trap at a point within 5 feet of you. When you 
set a trap, you can designate any number of creatures you 
know, which don't trigger it. When a creature that is not 
behind total cover comes within 30 feet of the trap or ends 
its turn there, the trap is triggered to shoot it. The creature 
must succeed on a Dexterity saving throw (DC equal to 8 + 
your proficiency bonus + your Dexterity modifier) or take 
piercing damage equal to the crossbow's damage die + 
your Dexterity modifier. Once the trap is triggered or you 
end the effect (no action required), the trap is disarmed. 
The maximum number of traps you can set at one time 

is equal to your Dexterity modifier (minimum of one). 


FIND SOURCE 

At 11th level, your enemies cannot escape your knowledge. 
You know the location of any creature within 30 feet of you 
that is not behind total cover. When you use your action to 
Search, you know the location of any creature within 30 
feet of you, even behind cover, until the end of the turn. 


EARTHLY MAGIC 

At 15th level, your pessimism has furthered your pursuit. 

When you end (not lose) your concentration on a spell of 

1st-level or higher cast using your Theorycraft feature, you 

can regain an expended use of your Theorycraft feature. 
Once you use this feature, you can't use it again until you 

finish a long rest. 


EARTHLY WORLD 
At 18th level, you prove that the world is the worst world. 
As a bonus action, you can set any number of traps using 
your Loaded Question feature at any point you can see 
within 60 feet of you. A creature has disadvantage on the 
saving throw against a trap set in this way. You must be 
holding or carrying a loaded crossbow for each trap set. 
Once you use this feature, you can't use it again until you 
finish a long rest. 
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Created by Nimademe on Twitter. 


ARTWORK 

Page 1, Torino in Italy from Fate/Zero. 

Page 1, Caster of Red from Fate/Apocrypha. 
Page 2, Marchen Meines Lebens from Fate/Extra. 
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